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(54) [Title of the Invention] COMMUNICATION GAME SYSTEM AND 
COMMUNICATION GAME METHOD 

(57) [Abstract] 

[Problem] To provide a technique, which may facilitate 
balancing in the progress of a video game by a communication 
game system using a cellular phone or the like so as to play 
the game without losing interest in it. 

[Means for Resolution] In a server, the game operation status 
in a terminal is read to set the subsequent game, according to 
the operation status, and the game data is transmitted to the 
terminal. In this case, the game operation status is the status 
of a player character or the like, and the settings of the 
subsequent game are decision of an appearing opponent character 
and the like. 

[Claims] 

1. A communication game system, comprising: a server for 
providing a game and a terminal connected to the server to 
transmit-receive the same data and carry out the game, wherein 
the server includes: operation status read means for reading 
the game operation status at the terminal; setting means for 
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setting the subsequent game according to the game operation 
status read by the operation status read ^ means ; and 
transmitting means for transmitting the game data set by the 
setting means to the terminal. 

2. The communication game system according to claim 1, 
wherein the game operation status is the status of a player 
character of the game, and the setting of the game is the 
decision of an appearing opponent character. 

3 . The communication game system according to claim 1 , 
wherein the game operation status is the position on a map of 
the player character of the game, and the setting of the game 
is a chasing route of an opponent character chasing the player 
character. 

4 . The communication game system according to claim 1 , 
wherein the game operation status is an item obtained by a 
player of the terminal; and the setting, of. the game is the*, 
decision of an appearing item and/or the probability of 
obtaining the item. 

5. A communication game system, comprising: a server for 
providing a game and a plurality of terminals connected to the 
server to transmit-receive the same data and carry out the game, 
wherein the server includes: operation status read means for 
reading the game operation status at the plurality of 
terminals; deciding means for deciding the standard value of 
the status from the game operation status read by the read 
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means; setting means for comparing the standard value decided 
by the deciding means with the game operation status of the 
respective terminals to set the subsequent game of each 
terminal; and transmitting means for transmitting the game data 
set by the setting means to the terminals. 

6. A communication game method, comprising a server for 
providing a game and a plurality of terminals connected to the 
server to transmit-receive the same data and carry out the game, 
wherein the server reads the game operation status at the 
plurality of terminals , decides the standard value of the 
status from the read game operation status, sets the subsequent 
game of the respective terminals by comparing the decided 
standard value with the game operation status of the respective 
terminals, and transmits the set game data to the terminals. 

[Detailed Description of the Invention] 

[0001] 

[Technical Field to which the Invention Belongs] 

This invention relates to a communication game system 
and a communication game method, in which a game is provided 
from a server, and the game is played at a terminal connected 
to the server. 
[0002] 
[Prior Art] 

Generally in a game using a video game machine, with the 



4 



progress of the game, the difficulty of the game has been 
increased or an item having a large advantage has been set to 
obtain in the latter half of the game in order to vary the flow 
of the game heretofore. 
[0003] 

For example, in the game whose difficulty is increased 
with the progress of the game, an encountered opponent 
character becomes stronger in a place visited more later on 
in a map where the player character moves. Therefore, the 
player character wins a battle with a comparatively weaker 
opponent character to be experienced much and improved in 
capability so that a game player proceeds with the game while 
providing against a stronger opponent character. 
[0004] 

[Problems that the Invention is to Solve] 

For example, in the game whose difficulty is-increased 
depending upon the power of an opponent character, the 
importance is a good balance between the capability of the 
player character and the power of the opponent character 
disposed on a map. When the player character battles with a 
number of comparatively weaker opponent characters to heighten 
the capability of the player character more than needed, a 
battle with the following opponent character becomes easy to 
lose interest in it. On the other hand, when the game is carried 
forward without enough heightening the capability of the player 
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character, encountered is the problem that the progress of the 

game becomes difficult. 

[0005] 

On the other hand, recently a cellular phone has come 
into wide use rapidly and it has been provided with the 
so-called i-mode using packet communication, whereby in 
addition to the character and music information, comparatively 
simple graphic information can be transmitted so that service 
of various games such as a mail game and Japanese backgammon 
game is given from the server to the cellular phone. 
[0006] 

This invention has been made in the light of such problems 
to provide a technique, which may facilitate balancing in the 
progress of a video game by a communication game system using 
a cellular phone or the like so as to play the game without 
.losing interest .in :it. - 
[0007] 

[Means for Solving the Problems] 

According to a first means of the invention, a 
communication game system includes a server for providing a 
game and a terminal connected to the server to transmit-receive 
the same data and carry out the game, wherein the server 
includes operation status read means for reading the game 
operation status at the terminal, setting means for setting 
the subsequent game according to the game operation status read 
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by the operation status read means , and transmitting means for 
transmitting the game data set by the setting means to the 
terminal. 
[0008] 

Thus, the game operation status at the terminal is read 
by the server to set the subsequent game according to the 
operation status, whereby balancing in the progress of the game 
can be attained according to a player. 
[0009] 

According to a second means of the invention, in the first 
means, the game operation status is the status of a player 
character of the game, and the setting of the game is the 
decision of an appearing opponent character. 
[0010] 

Thus, an opponent character to appear is determined 
according to the status of the player character, whereby. a 
feeling of tense can be maintained in a battle. Especially, 
an opponent character is caused to appear with power 
corresponding to the power of the player character, so the 
player can continue playing without losing interest in the 
game . 
[0011] 

In this case, the status of the player character means 
the capability such as the offensive strength, the defensive 
strength and vital power, equipment such as arms and protectors , 
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or occupation such as a soldier or a magician. 
[0012] 

According to a third means of the invention, in the first 
means, the game operation status is the position on a map of 
the player character of the game, and the setting of the game 
is a chasing route of an opponent character chasing the player 
character. 
[0013] 

Thus, the chasing route of the opponent character 
tracking the player character can be set according to the 
position of the player character on the map, whereby the 
interest of the game can be heightened. 
[0014] 

According to a fourth means of the invention, in the first 
means described above, the game operation status is an item 
obtained by ;a._player of the terminal, and the setting, of the:, 
game is the decision of an appearing item and/or the probability 
of obtaining the item. 
[0015] 

Thus, the acquisition of an item can be varied so as to 
heighten the interest of the game. For example, items other 
than the items already possessed by the player character are 
caused to appear, or the probability of obtaining the same item 
as a number of already obtained items is lowered. 
[0016] 
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According to a fifth means of the invention, a 
communication game system includes a server for providing a 
game and a plurality of terminals connected to the server to 
transmit-receive the same data and carry out the game, wherein 
the server includes operation status read means for reading 
the game operation status at the plurality of terminals, 
deciding means for deciding the standard value of the status 
from the game operation status read by the read means, setting 
means for comparing the standard value decided by the deciding 
means with the game operation status of the respective 
terminals to set the subsequent game of each terminal, and 
transmitting means for transmitting the game data set by the 
setting means to the terminals. 
[0017] 

That is, the standard value of the operation status is 
determined from the game operation status at the. plurality of ., 
terminals, and the standard value is compared with the 
operation status of the individual terminals to set the 
subsequent game of each terminal. Thus, the game can be set 
according to the achievements of the progress of the whole users , 
so that the user can play without incompatibility. 
[0018] 

According to a sixth means of the invention, a 
communication game method includes a server for providing a 
game and a plurality of terminals connected to the server to 
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transmit-receive the same data and carry out the game, wherein 
the server reads the game operation status at the plurality 
of terminals, decides the standard value of the status from 
the read game operation status, sets the subsequent game of 
the respective terminals by comparing the decided standard 
value with the game operation status of the respective 
terminals, and transmits the set game data to the terminals. 
[0019] 

Thus, the subsequent game is set according to the 
operation status of a plurality of players, whereby the game 
can be provided with the difficulty matching the achievements 
of progress of the player. 
[0020] 

[Mode for Carrying Out the Invention] 

The mode for carrying out the invention will be described 

according .to— the. attached drawings. : ; 

[0021] 

[Embodiment 1] 

Fig. 1 is a diagram showing one embodiment of system 
configuration according to the invention. A server 1 is 
connected to the Internet 2 connected to a portable wireless 
network 3 to each other, to thereby provide a game to a plurality 
of cellular phones 5 by radio from a base station 4. 
[0022] 

Fig. 2 is a functional block diagram of the server 1. 
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The server 1 can use a workstation or a personal computer, and 
a processing part 12 inputs /outputs data stored in a recording 
part 13 or a database 14 in response to the request of a 
communication control part 11. A game program, game data and 
the like are stored in the recording part 13, and game operation 
status data is stored by each user of the game in the database 
14. A display part 15 displays the processing result of the 
processing part 12 and the contents of the recording part 13 
and the database 14. 
[0023] 

Fig. 3 is a functional block diagram of the cellular phone 
5. The cellular phone 5 is provided with a control circuit 
51 as control means mainly composed of a microcomputer, and 
a transmit-receive part 52 as transmit-receive means , a display 
processing part 53, a data conversion part 54, a voice 
processing part 55, a record holding register part,. 56 for 
recording an abbreviated number, incoming record or incoming 
melody and the like and a key operation part 57 are connected 
to the control circuit 51. A liquid crystal display type 
display 58 is connected to the display processing part 53, and 
a microphone 59 and a speaker 60 are connected to the voice 
processing part 55. 
[0024] 

When a packet communication mode key of the key operation 
part 57 is pressed, the control circuit 51 puts the system in 
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the mode concerned, and causes a request for the supply of game 
service from the transmit-receive part 52 to the base station 
4 connected to the cellular phone network 3 through an antenna 
61 by packet communication. The base station 4 provides the 
antenna 61 of the cellular phone 5 with the communication data 
of the game stored in the recording part 13 or the database 
14 of the server 1 from the server 1 through the Internet 2 
connected to the cellular phone network 3 to each other. 
[0025] 

The transmit-receive part 52 demodulates the 
communication data of the game transmitted from the base 
station 4 to the antenna 61, and outputs the demodulated 
communication data to the display processing part 53. The 
display processing part 53 converts the communication data to 
a driving signal and outputs the same to the display 58 , and 
the display 58 displays an image according to: the: driving 
signal. 
[0026] 

Although not directly related to the invention, the 
speaking mode will be described briefly. That is, the voice 
processing part 55 generates voice data by encoding a receiving 
signal given from the microphone 59, and outputs the voice data 
to the data conversion part 54. The data conversion part 54 
converts the voice data to the communication data, and the 
transmit-receive part 52 modulates the communication data and 
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transmits the same from the antenna 61 to the base station 4. 
The transmit-receive part 52 demodulates the communication 
data transmitted from the base station 4 to the antenna 61, 
and the data conversion part 54 converts the data to the voice 
data. The voice processing part 55 decodes the voice data and 
outputs the same to the speaker 60. 
[0027] 

The game of the present embodiment will be described with 
Figs. 4 to 6. The game of the present embodiment is a role 
playing game in which a playing character is moved on a field 
to battle with an encountered opponent character, thereby 
increasing the capability, and simultaneously achieving the 
object such as recovering the peace to the world. 
[0028] 

Fig. 4 shows an example of a field screen displayed on 

the display 58 of the cellular phone 5 . On the display ,: a player .. 

character 31 is displayed on a field where grasslands 32 and 
mountains 33 are arranged, and the play character 31 can be 
moved in the direction concerned and displayed by pressing the 
keys of the key operation part 57 corresponding to "to the 
north" "to the east", "to the south" and "to the west". In 
addition to the grasslands 32 and the mountains 33, there are 
rivers, the sea, caves, towns and the like not shown on the 
field, and the player character 31 can move on the grasslands 
32, but can't move on the mountains 33, the rivers and the sea 
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by walk. In the cave, there is a dungeon (an underground maze) , 
and shops and inns are arranged in the towns, so the player 
character can move to enter any of them. 
[0029] 

Fig. 5 is a diagram showing a screen of meeting with an 
opponent character. Fig. 5A shows the case where the 
capability of the player character 31 is low, and "a decayed 
corpse" appears, which is comparatively weak as an opponent 
character 34. On the other hand, Fig. 5B shows the case where 
the capability of the player character 31 is high and "a decayed 
dragon" appears, which is comparatively strong as an opponent 
character 35. 
[0030] 

Fig. 6 illustrates the relationship between the 
capability of the player character 31 and the appearing 
opponent ;character depending on the position in ±he field-..: The 
field is divided into areas, each of which is given an area 
number in the order in which the player character 31 calls at. 
[0031] 

The processing in the server 1, which is the gist of the 
present embodiment, is illustrated by a flowchart in Fig. 7. 
That is, on receiving a signal that the direction key concerned 
is pressed from the cellular phone 5 through the communication 
control part 11 (101), the processing part 12 reads the player 
character moving data from the recording part 13 and transmits 
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the same to the cellular phone 5 through the communication 
control part 11 (102). Further, the processing part 12 
determines whether or not an opponent character is displayed 
using a random number (103), and if not displayed, it returns 
to the step 101 (104). On the other hand, if displayed (104), 
the capability and area of the player character 31 are read 
from the database (105), and if the capability of the player 
character 31 is low (106), opponent character data 
corresponding to low capability is read from the recording part 
13, and transmitted to the cellular phone 5 through the 
communication control part 11 (107). On the other hand, if 
the capability of the player character 31 is not low (106), 
opponent character data corresponding to high capability is 
read from the recording part 13, and transmitted to the cellular 
phone 5 through the communication control part 11 (107). 
[0032] - : . : " : : 

According to the present embodiment, the power of the 
appearing opponent character is thus set depending on the 
capability of the player character, whereby the player 
character brought up by the player is prevented from being too 
weak or too strong to the opponent character so that the 
interest of the game can be kept up. 
[0033] 

Although the opponent character enc ountered on the field 
is determined depending on the capability of the player 
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character in the present embodiment , the encountered opponent 
character may be determined every time the player character 
enters the above dungeon. 
[0034] 

Although the cellular phone is used as a terminal, a 
personal computer and a workstation may be connected to the 
network to be used. 
[0035] 

[Embodiment 2] 

In the present embodiment , the invention is applied to 
a game in which an opponent character chases a player character. 
[0036] 

Fig. 8 shows a chasing route of the opponent character 
34 chasing the player character 31 displayed on a display 58 
of a cellular phone 5. The player character 31 is moved in 
the lateral direction or in the vertical direction in. a .passage " 
by the player's operation, and when the player character 
reaches the goal (not shown) without being overtaken by the 
opponent character 34, the game is cleared. The opponent 
character 34 selects a route depending on the position and the 
moving direction of the player character 31 to chase the player 
character. 
[0037] 

Fig . 8A shows the case where the player character 3 1 stops , 
and there are two chasing routes of the opponent character 34. 
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In this case, the opponent character 34 chases the player 
character 31 through the right-handed route. Fig. 8B shows 
the case where the player character 31 stops or moves, and there 
is one chasing route of the opponent character 34. In this 
case, the opponent character 34 takes one route concerned to 
chase the player character 31. 
[0038] 

Fig . 8C shows the case where the player character 3 1 moves , 
and the chasing route in the same direction as the moving 
direction of the player character 31 is given to the opponent 
character 34. In this case, the opponent character 34 chases 
the player character 31 in the same direction as the player 
character 31 moves. Fig. 8D shows the case where the player 
character 31 moves, and although there are two chasing roots 
of the opponent character 34, there is no chasing route in the 
same. direction as the moving direction of the player character 
31. In this case, the opponent character 34 chases the player 
character 31 through the right-handed route. 
[0039] 

The processing of a server 1, which is the gist of the 
present embodiment, is shown by a flowchart in Fig. 9. That 
is, a processing part 12 of the server 1 reads the position 
of the player character 31 from the display data of a database 
14 (201), and if two routes to the player character 31 are not 
provided (202) , the route approaching as it is selected (207) . 
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On the other hand, when there are two routes (202 ) , if the player 
character 31 is stopped (203), the right-handed route is 
selected (204). When the player character 31 is not stopped 
(203) , if there is a route in the same direction as the moving 
direction of the player character 31 (208), the route in the 
same direction is selected (209) . On the other hand, if there 
is no route in the same direction (208) , the right-handed route 
is selected (204). The processing part 12 of the server 1 
transmits the movement display data of the route selected by 
the opponent character 34 to the cellular phone 5 (205). The 
above processing is repeated until the player character 31 
reaches the goal (206). 
[0040] 

According to the present embodiment, as described above, 
the chasing route of the opponent character is thus determined 
depending on the position of the player character according 
to a fixed rule, whereby the player can make progress in the 
game by penetrating the rule, and the interest of the game can 
be heightened. 
[0041] 

[Embodiment 3] 

In the present embodiment, the invention is applied to 
a slot game in which a player gets gold which is a virtual coin. 
[0042] 

Fig. 10A shows a slot screen displayed on a display 58 
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of a. cellular phone 5. In the upper part of the screen, three 
patterned slots are displayed and rotated, and the slots are 
stopped one by one by selecting "stop" in the lower part of 
the screen. Fig. 10B shows the slot screen when three slots 
are stopped as an example. When the same pattern coincides 
in two slots (in the example, the pattern of the character 
called slime), a dividend of 10 G (gold) can be obtained. In 
this case, the probability of coincidence of the patterns is 
set low when the player possesses the gold much, and set high 
when less. 
[0043] 

The processing of a server 1 which is the gist of the 
present embodiment is shown by a flowchart in Fig. 11. That 
is, a processing part 12 of the server 1 reads the gold on hand 
of a player character 31 from the database 14 (301), and if 
the. gold on hand, is above a. preset value (3:02 ) , the probability 
of coincidence in slots is set low (303). On the other hand, 
when the gold on hand is less than a preset value (302), the 
probability of coincidence in slots is set high (304) . A stop 
pattern is determined at the preset probability (305) , and the 
pattern stop data is transmitted to a cellular phone 5 (306) . 
[0044] 

According to the present embodiment, as described above, 
when gold on hand is little, the game can be played without 
bankruptcy. When the gold on hand increases in quantity to 
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some extent, it is not easily increased so that the interest 

of the game can be kept up. 

[0045] 

Instead of gold, the items of the patterns coinciding 
in the slots may be obtained, to thereby change the probability 
of coincidence of similar items possessed by the player. 
[0046] 

[Embodiment 4] 

Although the determination of capability of the player 
character is compared with a preset value in the embodiment 
1, the capabilities of player characters in the process of 
playing by a plurality of players are read to calculate the 
standard value, and the capability of the player is compared 
with the standard value in the present embodiment. 
[0047] 

• The processing of a server 1 is shown by. a flowchart in. 
Fig. 12, in which the same step numbers are given to the same 
steps as the flowchart (see Fig. 7) of embodiment 1, so only 
the parts different from those in the embodiment 1 will be 
described. 
[0048] 

Fig. 12A is a flowchart of calculating the standard va lue. 
That is, on receiving the capability of a player character 31 
and the area number No concerned when the player character 31 
of a cellular phone 5 moves to the next area through a 
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communication control part 11 (301), a processing part 12 of 
the server 1 calculates a new standard value by averaging the 
standard values of the area concerned up to now stored in a 
database 14 , including the received capability of the player 
character 31 (302), and stores and updates the standard value 
in the database 14 (303). 
[0049] 

Fig. 12B is a flowchart of transmitting an opponent 
character data. The step 304 is added to the flowchart (Fig. 
7) of the embodiment 1, and the step 106 is changed to the step 
305 to realize the flowchart of transmitting the opponent 
character data. That is, in the case of displaying an opponent 
character (104), the processing part 12 reads the capability 
and area of the player character 31 from the database 14 (105) , 
and reads the standard value of the area concerned from the 
database (30,4.)- When the capability of : the player icharacter 
31 is lower than the standard value (305), opponent character 
data corresponding to low capability is read from a recording 
part 13, and transmitted to the cellular phone 5 concerned ( 107 ) . 
On the other hand, when the capability of the player character 
31 is not lower than the standard value (305), opponent 
character data corresponding to high capability is transmitted 
to the cellular phone 5 concerned (108). 
[0050] 

Fig. 13 is a flowchart showing the processing of the 
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cellular phone 5. When the direction key concerned of a key 
operation part 57 of the cellular phone 5 is pressed (311), 
a control circuit 51 transmits a signal of pressing the 
direction key concerned through a transmit-receive part 52 to 
the server 1 (312). When the movement data of the player 
character 31 is received (313), a player character moving 
display is made on a display 58 through a display processing 
part 53 (314). When the player character 31 is moved to the 
next area according to the game story (315), the capability 
and area number No concerned of the player character 31 are 
transmitted to the server 1 through the transmit-receive part 
52 (316) . When the opponent character data is received (317), 
it is displayed on the display 58 through the display processing 
part 53 (318) , and it advances to the next processing (a battle 
with the opponent character) (318). On the other hand, when 
the opponent .character data is not received, it "returns to; the 
step 311 (317). 
[0051] 

According to the present embodiment, the opponent 
character to appear is thus determined according to the status 
where a number of players actually play, whereby a good game 
balance can be obtained regardless of individual skill. 
[0052] 

[Advantage of the Invention] 

According to the invention, it is possible to provide 
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a technique, which may facilitate balancing in the progress 
of a video game by a communication game system using a cellular 
phone or the like so as to play the game without losing interest 
in it. 

[Brief Description of the Drawings] 

Fig. 1 is a hardware configuration diagram of the 
invention; 

Fig. 2 is a functional block diagram of a server ; 

Fig. 3 is a functional block diagram of a cellular phone ; 

Fig. 4 is a diagram for explaining a field screen ; 

Fig. 5 is a diagram for explaining an encounter screen ; 

Fig. 6 is a diagram for explaining the relationship 
between the capability of a player character and an appearing 
opponent character ; 

Fig. 7 is a flowchart for explaining an embodiment; 

Fig. 8 is a diagram for explaining a chasing route; 

Fig. 9 is a flowchart for explaining an embodiment ; 

Fig. 10 is a diagram for explaining a slot screen ; 

Fig. 11 is a flowchart for explaining an embodiment ; 

Fig. 12 is a flowchart for explaining an embodiment; and 

Fig. 13 is a flowchart for explaining the embodiment. 
[Description of the Reference Numerals and Signs] 

1: server 5: cellular phone 31: player character 34 , 
35: opponent character 
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FIG. It 
It SERVER 
2: INTERNET 

3: PORTABLE WIRELESS NETWORK 
4: BASE STATION 

FIG. 2: 
It SERVER 

lit COMMUNICATION CONTROL PART 

12 t PROCESSING .PART 

13 t STORAGE PART 

14 t DATABASE 

15 t DISPLAY PART 

FIG. 3t 

5: CELLULAR . .PHONE 

51 t CONTROL CIRCUIT 
52 t TRANSMIT-RECEIVE PART 
53 t DISPLAY PROCESSING PART 
54 t DATA CONVERSION PART 
55 t VOICE PROCESSING PART 
56 t RECORD HOLDING PART 
57 t KEY OPERATION PART 
58 t DISPLAY 
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FIG. 4: 

MOVEMENT TO THE NORTH 
MOVEMENT TO THE EAST 
MOVEMENT TO THE SOUTH 
MOVEMENT TO THE WEST 

FIGS. 5A, 5B: 

34: DECAYED CORPSE APPEARS I 
35: DECAYED DRAGON APPEARS! 



FIG. 6: 



POSITION 


CAPABILITY 


OPPONENT CHARACTER 


AREA 1 


LOW (1 TO 10) | 
HIGH (10 TO 20) 


DECAYED CORPSE 
DECAYED DRAGON 


AREA 2 


LOW (1 TO 20) 
HIGH (20 TO 30) 


LOCK BIRD 
HEL CONDOL 









FIG. 7: 
START 

101: PRESSING OF DIRECTION KEY CONCERNED IS RECEIVED? 
102: TRANSMIT PLAYER CHARACTER MOVEMENT DATA. 
103: DETERMINE WHETHER OR NOT OPPONENT CHARACTER IS DISPLAYED 
WITH A RANDOM NUMBER. 

104: OPPONENT CHARACTER IS DISPLAYED 

105: READ THE CAPABILITY AND AREA OF PLAYER CHARACTER. 
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106: PLAYER CHARACTER HAS LOW CAPABILITY? 

107: TRANSMIT OPPONENT CHARACTER DATA CORRESPONDING TO LOW 
CAPABILITY. 

108: TRANSMIT OPPONENT CHARACTER DATA CORRESPONDING TO HIGH 

CAPABILITY. 

END 

FIG. 9: 
START 

201: READ PLAYER CHARACTER POSITION DATA. • 

202: TWO ROUTES EXIST? 

203: PLAYER CHARACTER STOPS? 

204: SELECT RIGHT-HANDED ROUTE. 

205: TRANSMIT SELECT ROUTE DATA. 

206: PLAYER CHARACTER REACHES THE GOAL 

207: APPROACH AS IT IS. 

208: ROUTE IN THE SAME DIRECTION EXISTS? 
209: SELECT THE ROUTE IN THE SAME DIRECTION. 
END 

FIGS. 10A, 10B: 

START! 

▲ STOP 

DIVIDEND: 10G 

TOTAL OF MONEY ON HAND: 377G 
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▲ RETURN 

FIG. 11: 
START 

301: READ THE GOLD ON HAND OF PLAYER CHARACTER. 

302: GOLD ON HAND ^ PRESET VALUE? 

303: SET THE PROBABILITY OF COINCIDENCE LOW. 

304: SET THE PROBABILITY OF COINCIDENCE HIGH. 

305: DETERMINE PATTERN AT THE PRESET PROBABILITY. 

306: TRANSMIT PATTERN STOP DATA AT THE PRESET PROBABILITY. 

END 

FIG. 12A: 
START 

301: CAPABILITY AND AREA NUMBER OF PLAYER CHARACTER ARE 
RECEIVED? 

302: THE PLAYER CHARACTER CAPABILITIES OF THE AREA CONCERNED 

ARE AVERAGED TO CALCULATE A NEW STANDARD VALUE. 

303 : STORE AND UPDATE THE STANDARD VALUE OF THE AREA CONCERNED. 

END 

FIG. 12B: 
START 

101: PRESSING OF DIRECTION KEY CONCERNED IS RECEIVED? 
102: TRANSMIT PLAYER CHARACTER MOVEMENT DATA. 
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103 : DETERMINE DISPLAY/NON-DISPLAY OF OPPONENT CHARACTER WITH 
RANDOM NUMBER. 

104: OPPONENT CHARACTER IS DISPLAYED 

105: READ THE CAPABILITY AND AREA OF PLAYER CHARACTER. 
107: TRANSMIT OPPONENT CHARACTER DATA CORRESPONDING TO LOW 
CAPABILITY. 

108: TRANSMIT OPPONENT CHARACTER DATA CORRESPONDING TO HIGH 
CAPABILITY. 

304: READ THE STANDARD VALUE OF THE AREA CONCERNED. 
305: PLAYER CHARACTER CAPABILITY < STANDARD VALUE? 

FIG. 13: 
START 

311: DIRECTION KEY CONCERNED IS PRESSED 

312: TRANSMIT PRESSING OF DIRECTION KEY CONCERNED. 

313: MOVEMENT DATA IS RECEIVED? 

314: MOVE AND DISPLAY PLAYER CHARACTER. 

315: MOVE TO THE NEXT AREA? 

316: TRANSMIT CAPABILITY AND AREA NUMBER OF PLAYER CHARACTER. 
317: OPPONENT CHARACTER DATA IS RECEIVED 
318: DISPLAY OPPONENT CHARACTER. 
TO THE NEXT PROCESSING 
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